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take with you. Choose the wrong three — and it 
could be your last Halloween! ...in this adven- 
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“Are we really going to do it?” Trevor asks. His 
voice quivers a little. “Are we really going to go 
inside and explore Payne House?” 

It’s Halloween night. You and your best friend, 
Trevor Walker, stand facing each other in your 
room. Trevor is dressed as a vampire with a long 
sear and glowing fangs. You’re a horned monster. 

And you're ready to make good on your dare. 
You two are going to go inside Payne House. 

Payne House. What a name! It’s called that for 
the Payne family, who once lived there. 

Until they suddenly left town. 

They filmed your favorite scary movie last year 
inside Payne House — One Night in Payne House. 
But the house has been empty for a really long 
time. That’s why people say it’s haunted. 

“Yup, we’re going in,” you tell Trevor. 


Turn to PAGE 2. 


You’ve already finished trick-or-treating. You 
dump your Halloween candy out onto the bed. 
Grabbing a few pieces of chocolate, you scarf them 
down. 

“So what do we need to take?” Trevor asks. 

Hmmm. Good question. There are so many hor- 
rible creatures in the movie One Night in Payne 
House. Dogs that turn into monsters... giant 
tongues ...a huge ghostly spider... 

You shake your head. That is only a movie, you 
remind yourself. These horrible creatures don’t 
really exist. Or do they? you wonder. 

You gaze around your room. What should you 
take with you? You decide to carry only three 
things. Otherwise you'll be too loaded down. 

And you definitely want to keep your hands 
free. Just in case. 


Turn to PAGE 3 and choose three things from 
the list. 


Choose any three things from the list below. But 
ONLY three. 

FLASHLIGHT — good for finding your way 
through the empty, dark house. Unless the batter- 
ies die. . . ; 

CANDLES AND MATCHES — also good for 
lighting the way through the dark house. As long 
as it isn’t drafty inside. 

LEASH — what if you encounter the two dogs 
from the movie in Payne House? Maybe you 
should bring along a leash — which is great for 
keeping dogs under control. Usually. 

HANDFUL OF PEBBLES — good for throw- 
ing at scary objects. 

BUG SPRAY — what if you run into that giant 
spider from the movie while you’re in the house? 
You might want bug spray with you for protec- 
tion. 

BASEBALL BAT — for protection. 

HALLOWEEN CANDY — in case you need a 
snack. 

WHITE SHEET —for pretending to be a 
ghost. Could be useful! 

PAPER AND PENCIL —for writing notes 
and for making a map of the rooms in the house. 

CANNED STRING — A good joke item. 

CASSETTE RECORDER —to tape-record 
any strange sounds you hear in the house. 


Choose only three things. Then head for Payne 
House on PAGE 4. 


“There it is,” you whisper. 

You and Trevor stand in front of Payne House, 
staring at it. 

“Yeah, that’s it, all right,” Trevor responds. 

The huge Victorian house has a big porch, a 
round tower room, and curlicues around the win- 
dows. It’s definitely the spookiest house you’ve 
ever seen. 

“Did you see that?” Trevor whispers, almost 
gasping. 

“What?” you ask. Your heart starts to pound. 


Go on to PAGE 5. 
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“Something moved. In the window. There.” 
Trevor points at a window on the second floor. 

You peer up at the window. You can’t see any- 
thing. 

“Maybe it was just a curtain,” Trevor suggests. 
He sounds as if he’s trying to talk himself into be- 
lieving it. 

You let a sly smile cross your face. “Maybe it 
was the Tongue Thing,” you moan in a creepy 
voice. 

“The Tongue Thing? What’s that?” he whispers. 

What’s that? What’s that? 

Oh, yeah. You forgot. Trevor hasn’t seen the 
movie One Night in Payne House. You’ve seen it 
seven times. 

You shake your head. “Never mind,” you reply. 
“TI was just kidding.” 

“Not funny,” Trevor says. Then he takes a deep 
breath. “Okay. I’m ready,” he announces. “If we’re 
going in — let’s go. Let’s do it.” 


Go on to PAGE 6. 


You and Trevor slowly walk up the stone steps 
that lead to the front door of the house. You step 
up onto the sagging porch. You swallow hard. You 
can’t help being a little nervous. 

“The door isn’t locked,” Trevor whispers as he 
twists the knob on the front door of Payne House. 

He turns the knob a little more and pushes the 
door open. 

CRREEAAKKK! Your scalp prickles at the 
eerie noise. 

In the distance, you can hear faint voices. Kids 
calling trick-or-treat at houses far away. 

An owl hoots in the trees. 

The wind whistles as clouds pass in front of the 
moon. 

But the sound you notice most seems to be com- 
ing from inside the house. The sound of some- 
one — or something — breathing. 

Or is that just your own breath? 

“Well? What are we waiting for?” Trevor asks. 
“Are we going in?” 

Well? Are you? 


Tf you step into Payne House, turn to PAGE 31. 
If you want to know why you should even con- 


sider entering such a scary, creepy house, turn to 
PAGE 62. 
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“What do you mean?” Trevor asks. “The library 
floor isn’t gone. I just walked through there.” 

You feel confused. “In the movie, the floor is 
gone,” you explain. “The kids run in there, and 
they almost fall into this really deep pit.” 

“That was just a movie,” Trevor points out. 
“This is real life.” 

You’re not so sure. In fact, you’re not sure about 
anything anymore. A lot of stuff from the movie 
has come true in this awful place. But there’s even 
more stuff happening to you than happened in the 
movie. Like the key. And the secret passage. 

What’s going on? What are you supposed to be- 
lieve? 


Go on to PAGE 99. 


For a moment, you struggle in the spider's 
grasp. Trying to get loose. And to pull Trevor free. 

But the spider’s leg wraps tighter around your 
waist. 

“Don’t bother,” a voice in the dark says. 

Huh? You gaze into a dark corner of the room. 

There, to your amazement, are two kids. The 
same two kids who starred in the movie One 
Night in Payne House! 

They’re tied up. But there’s something else 
wrong with them too. In the dark, though, you 
can’t quite see what it is. 

“Give up,” the boy says. “You can’t get loose. 
He’s going to win — and then...” 

“Then what?” Trevor cries, sounding scared to 
death. 

“You don’t want to know,” the girl answers. 

“Tell us,” you beg. 

“He’s creating a hwman spider,” the girl ex- 
plains. “A human being with eight legs. He took 
my legs off and put them on Brian. That’s four 
legs. All he needs is two more pairs!” 

You gulp. And glance down at your legs. 

Ugh. This is too sick for words — especially 
with no legs to stand on! 


THE END 
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The second floor stretches before you. Doors 
gleam in the moonlight. There are so many to 
choose from! Each is labeled. 

“It’s quiet up here,” Trevor mutters. 

“Don’t drop your guard,” you caution. “These 
rooms are full of monsters and stuff. We’ve got to 
watch it.” 

“How are we going to get out?” Trevor asks. “I 
mean, the front door is locked. And there’s no 
back door.” 

“We have to find a window. Or a balcony or 
something,” you answer. “Pick a room.” 

“Not me,” Trevor says, backing away. “You’re 
the expert. You pick a room.” 

You gulp. And listen hard. The house is super- 
quiet. 

Are all the rooms empty? And safe? 

Do you have any clue about where to go first? 


If you go to the Tower Room, turn to PAGE 53. 

Tf you check out the Pink Room, turn to PAGE 
22. 

If you enter the Purple Parlor, turn to PAGE 
61. 

Tf you try the Red Room, turn to PAGE 75. 

If you explore the Green Room, turn to PAGE 
80. 
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You don’t have the bug spray. So you decide to 
stay in the dining room with the Tongue Thing. 

You back away from the roaches and slam shut 
the door to the kitchen. 

WHOOSH! 

The minute you close the door, it disappears! 

“Hey, wait a minute,” you mutter. 

You gulp and swallow hard. 

What have you done? 

You forgot that the door was going to disap- 
pear! 

Now you're trapped in the dining room. A room 
with no way out! 

And you’ve locked Trevor on the other side of 
the door — with the roaches in the kitchen! 

“Mmm. Mmmore,” a voice moans behind you. 

Uh-oh. 

The tongue is hungry... . 


Find out what it’s going to eat on PAGE 26. 
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It’s true. The walls of the Pink Room are closing 
In on you. 

WHOOOOSSSHHH ... 

You hear the steady creaking sound. In a few 
moments, you and Trevor will be crushed. 

Unless... 

Have you been to the Red Room already? 

If so, then you have something with you. Some- 
thing that will stop the walls from closing in and 
crushing you. 

EE DOUase 

Well... 


Tf you’ve been to the Red Room, you are holding 
something in your hands. It has a number on it. 
Turn to the page that is the same as the number on 
the object you picked up in the Red Room. 

If you haven’t been to the Red Room, turn to 
PAGE 78. 


it 
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“Okay, here’s the plan,” you whisper. “We could 
make a map of how the house is laid out. I mean, 
from what I remember in the movie. Then we'll 
know where we are. And where the windows are. 
That way we won’t walk into any more traps.” 

“Great. Did you bring along any paper?” Trevor 
asks. 

Good question. 


If yow’re carrying paper and pencil, turn to 
PAGE 129. 

If yow’re carrying candles and matches, turn to 
PAGE 68. 

If you didn't bring either of those things, turn to 
PAGE 100. 


In the dark, you gaze down at the remote con- 
trol in your hands. 

It has the number 18 on it. An unlucky number. 

“Press the remote control!” Trevor shouts. 
“Maybe it will work in here! Maybe it’ll stop the 
walls!” 

Yeah, you think. And maybe it will blow up the 
whole house. Or worse! 

But what do you have to lose? The walls are 
closing in.... 

Your hand shakes as you push the button. 


See what happens on PAGE 107. 


15 
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Shaking, you light another match. 

The dog-beast pants and blows it out. 

You light another match. 

He blows it out. 

You light another match. ... 

Bor-ring ... 

But don’t worry. You’ve only got one match left. 

You strike the last match and touch the flame to 
the candle. 

The dog-beast stares at it for just a moment. 
Then he opens his mouth extrawide — and eats 
the candle, flame and all! 

Whoops. You know what that means. 

That extrawide mouth is big enough to take an 
extrawide bite out of you! 


THE END 
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You stumble backwards, but luckily Trevor is 
behind you. He puts his hands out to catch you. 

“Hey, watch it,” he snaps. “You almost knocked 
me Baa? 

“Someone’s pushing me!” you cry. “Some... 
ghost!” 

You lean forward hard. You figure if the ghosts 
don’t want you upstairs, then maybe that’s the 
way out! 

Yikes! You feel three hands! One on each of your 
arms and one on your face. Pushing you back 
down the stairs. 

Trevor helps push you forward. Finally you 
manage to scoot past the ghost. Or ghosts. You 
dash down the hall, then turn to see how Trevor is 
doing. 

Someone taps you on the shoulder. You whirl 
around. 

No one is there! 

In front of you, an invisible foot kicks at your 
shins. “Ow!” you cry. 

Uh-oh. Your stomach flip-flops. The hallway 
must be full of ghosts! Ghosts you can’t even see! 

Unless... 

Did you happen to bring along the canned 
string? 


If you brought along the canned string, hurry to 
PAGE 42. 
Tf not, turn to PAGE 51. 
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The roaches rise in a cloud and swarm toward 
you. BZZZZZ! 

SSSSSST! “Take that!” you cry, pressing the 
spray button. 

Buzzing, flying roaches land all over you. On 
your face. Your hair. Covering your arms and legs. 

And then they begin to go crazy! As the bug 
spray takes effect, the roaches tumble to the floor. 
Millions of tiny legs pedal wildly in the air. 

Gross! 

“Follow me!” you call to Trevor, who is scream- 
ing his head off. 


Race into the back hallway on PAGE 72. 


Your stomach turns over. You almost let go of 
the sheet! That voice. You can’t believe it. The 
voice — it came from the sheet! 

“Booo!” the voice says, laughing hysterically. 

“Ha ha ha ha ha!” A chorus of other voices joins 
in. 

One by one, the sheets that you’ve tied together 
begin to speak. And to change — into ghosts! 

“Oh, no!” Trevor screams. “We... we tied ghosts 
together!” 

“That’s right,” the airy, filmy form says to you. 
“And guess what else? The knots where you tied 
us together — those were our hands. And now 
we're going to let go!” 

In the next instant, the ghosts unclasp their 
hands. One by one, they simply let go — letting 
you fall to the ground. 

“Aaaaahhhhh!” you scream as you and Trevor 
begin to drop. 


If you tied your own sheet from home onto the 
rope, turn to PAGE 24. 
Tf you didn't, turn to PAGE 114. 
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CREAK. CREAK. 

You turn around and gasp. 

There on the wide front stairway leading to the 
second floor is a dog. A small Pomeranian dog. 

Just like the dogs in the movie. 

“Trevor,” you whisper, your voice quivering. 
“Do you see that?” 

Trevor is still twisting and yanking the door 
knob. “See what?” he mumbles. 

“On the stairs. Look!” Your voice practically 
commands him to turn around. “It’s him — from 
the movie!” 

Trevor turns slowly. As if he knows he won’t 
like what he’s going to see. Then he rolls his eyes. 

“You're scared of that little pip-squeak of a 
dog?” He laughs. “The poor critter probably got 
stuck in here somehow.” 

“You don’t understand!” you exclaim. 


Explain it on PAGE 32. 


Your head pounds, trying to remember every- 
thing the woman told you. 

Library ...back hall...back stairs... Pink 
Room... 

In the pitch dark, you push open a door at the 
end of the passageway. 

You step into the library. 

“Ahhh!” you scream as you begin to fall into a 
deep, dark hole. 

“Ha ha ha ha ha!” You hear the screaming woman 
laugh. “Ooops. Forgot to tell you about that. The 
library floor is — missing!” 

Yeah, right. Like she really “forgot.” 

Well, you can forget about all the other stuff she 
told you. Because you’ve just fallen into a pit so 
deep, you’re going to be too old to read GOOSE- 
BUMPS by the time you get out! 


THE END 


Here’s a hint for next time: Try to remember what 
the screaming head said — because some of it is 
true! But you'll have to figure out what to 
believe — if you want to find the one way out. 
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You search your brain, trying to remember 
what color Monster Blood is. 
Was it red? Blue? Pink? Green? Purple? 
If you know the answer, write down the color in 
the space below. 


Now study the alphabet code. Each letter in a 
word is equal to a number in the code. Match one 
number to each letter in the color of Monster 
Blood. Then add up all the numbers. 

For example: BLACK = 2+124+14+8+11 = 29 

Because B=2 L=12 A=1 C=3 K=11 


AB 6D be Ps:Ce He lel ee 
12-3 428626238 8.10 sizals 
NO. PO Ra Sista Wane 
14 15 16 17 18 19 20 21 2223 24 25 26 


Add up the number values for each letter in the 
color of Monster Blood. The answer is the number 
of the page you should turn to next! 

Or, if you don't know the answer, turn to PAGE 
33. 


“Trevor?” you call again. You creep back toward 
the hall. 

Still no answer. 

You gulp, swallowing hard. 

Where did he go? Did something bad happen? 
Or is he just wandering around, trying to find an- 
other way out? 

Your heart pounds as you creep down the hall- 
way in the dark, searching for him. 

In a room at the end of the hall, you hear foot- 
steps. 

“Trevor?” you whisper. 

“In here,” he whispers back. 

You step into the room slowly. At first you can’t 
see a thing. It’s too dark. 

Finally your eyes adjust. You glance around. 

The room is empty. No furniture. No ghosts. 

No Trevor. 

“Trevor? Where did you go?” you call quietly. 

No answer. 

Is he trying to scare you? Or is he... gone? 


Don’t be scared. Just turn to PAGE 54. 
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“There’s got to be a way out of Payne House,” 
you tell Trevor as you step into the Pink Room. 

WHOOSH. 

You shudder as you hear that sound again. The 
sound of the door behind you closing up. Changing 
into a solid wall. 

“A way out. Yeah. Let’s hope so,” Trevor mut- 
ters. “Because the door is .. . you know. Gone.” 

WHOOSH. WHOOSH. 

“What’s that noise?” Trevor moans. “Why is the 
door still moving?” 

You don’t know. But something tells you it isn’t 
good. Your heart starts pounding. 

“T can’t see,” you whisper. “It’s so dark in here. 
Does the room look like it’s getting smaller?” 

Trevor runs to one of the walls — and screams. 

“The walls!” he shouts. “They’re moving. 
They’re closing in!” 


Turn to PAGE 11. 


23 


“Aaaaaaahhhhh!” Trevor screams the minute 
he sees the Tongue Thing in the dining room. 

You scream too. You can’t help it. 

In the dark dining room, the Tongue Thing tow- 
ers over you. 

It’s a giant tongue. Ten feet tall. With bumps 
and drool all over it. The tongue fills the room, 
reaching almost to the ceiling. 

The smell of the tongue makes you want to barf. 
It reeks of rotting dog food. It must be a dog’s 
tongue. 

You gag, trying not to throw up. 

That’s when the Tongue Thing lurches toward 
you! 


Dodge the drool on PAGE 38. 
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The sheet you were clinging to vanishes into 
the thin, wispy airiness of a ghost. It flits away, 
laughing. 

“Hellllp!” you scream. You fall through space. 

Suddenly you see that one sheet hasn’t trans- 
formed into a ghost. It must be your own bed- 
sheet! The last one you tied onto the rope of 
sheets! 

When the ghosts let go, your sheet fell. It 
caught on a metal drainpipe running down the 
side of Payne House. 

It’s only a few inches away! 

You reach out desperately and grasp the sheet. 

“Whoa!” you yell as you suddenly stop falling. 
You grip the sheet tightly, holding on for dear life. 

A split second later, Trevor falls past you. He 
grabs onto your ankles as he falls. 

“Oooof!” you groan. 

For a moment, the two of you dangle there, 
twenty feet above the ground. 

“We can’t drop!” you cry, gazing down. “It’s too 
tare 

“Hellllp!” Trevor screams through the cold Oc- 
tober night. “Someone — help!” 


Will someone help you on PAGE 112? 


You can’t do it. No way can you put your hand in 
this woman’s mouth. 

But her screaming is driving you nuts. 

“Shut up!” you shout at her, screaming even 
louder than the ghostly head. 

Wow. It works! The minute you shout at her, 
she stops. 

“Fine,” she snaps. “I’ll shut up. But then you'll 
never learn the secret to escaping Payne House!” 

“What secret?” you demand. 

The woman gives you a smug smile and shakes 
her head. As if she’s saying, “No way. I won’t tell 
you anything now!” 


Try to get it out of her on PAGE 69. 
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“Mmmore. Mmmore,” the Tongue Thing moans. 

Oh, no! you think. It wants more candy! 

You know you’ve got to feed the tongue — or it 
will find something else to eat. 

You! 

You glance around and spot a bit of shiny silver. 
A candy-bar wrapper. 

YES! It’s a part of a candy bar. It probably fell 
off the tongue when you threw your candy at it. 

The tongue lurches toward you, panting. Slob- 
ber flies off in every direction. 

“Here — take it!” you cry, heaving the candy at 
the tongue. 

Then you pray that the tongue won’t try to lick 
you. 

But, hey — it’s a dog tongue, right? 

Of course it’s going to lick you! 


Take your licking on PAGE 85. 
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No. You don’t have the cassette recorder with 
you. 

What good would it have done anyway? 

The howling, screeching monsters float toward 
you. 

Closer... closer... 

You and Trevor huddle, terrified, at the top of 
the spiral stairs. 

“T’m on the first step,” a spooky voice calls be- 
low you. 

Hey. Wait a second. That’s not right! 

“No — I’m on the first step,” you call down. 
“T’m on the first step from the top.” 

“No. J’m on the first step,” the ghoulish voice 
argues. 

“No, J am,” you retort. 

oT. an’ 


“if am.” 

Oh, brother. If the two of you keep arguing like 
that, you’ll never get out of Payne House! 

And that’s what happens. You keep squabbling 
with the ghost for so long, you and Trevor are 
finally bored — to death! 


THE END 
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You stand on the second-floor landing, your 
heart pounding. 

“Which way?” Trevor whispers. 

Right now, you have no idea. You’re too terri- 
fied to remember the movie clearly. So you’re go- 
ing to have to explore. 

You lean into the first room on your right and 
poke the lighted candle inside. You can see a win- 
dow on the far side. The walls are covered in a 
deep-purple velvet. 

“That’s not the Red Room,” you say softly, turn- 
ing back to Trevor. 

“Who cares?” Trevor says. “Maybe we can get 
out through the window.” 

“But what about the message written on the 
wall?” you remind him. “I’m supposed to go to the 
Red Room — or die.” 

“We'll die if we don’t get out of this house!” 
Trevor argues. “I say we try to go out the win- 
dow.” 


If you go into the Purple Parlor, turn to PAGE 
117. 

If you go searching for the Red Room instead, 
turn to PAGE 89. 
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Your hand shakes as you reach into your pocket 
and pull out the dog leash. 

The dog-beast growls, lunging forward. 

“Hey — no!” you cry, leaping back. 

But you’re too slow. The dog-beast reaches out 
with his front paws — and grabs the leash in his 
sharp talons! 

“Ow!” you groan as he yanks the leash out of 
your hand. He leaves a claw mark on your palm. 


Lick your hand on PAGE 83. 
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You don’t have anything to throw at the 
tongue? Then run! Run as fast as you can to the 
other side of the room. 

The tongue is bending toward you. 

“Not so fast,” it says. 

Huh? It talks? 

Of course it talks! It’s a tongue! 

In fact, it speaks several different languages! 

“Ou allez-vous?” the tongue calls in French. 

You try to dash to the door, but the tongue 
bends down and blocks your way. 

“Los tengo ahora!” it gloats. That’s Spanish for 
“T’ve got you now.” 

“We’re trapped!” Trevor calls. He’s right. 
You’re trapped in a room with a huge tongue that 
speaks a lot of languages. Which is why you’re 
looking at a lot of different ways to say... 


EL FIN. 
LA FIN. 
ALLA FINE. 
THE END. 


DAS ENDE. 


You step through the dark doorway of Payne 
House. Just enough moonlight filters in through 
the trees to dimly illuminate a sweeping front 
hallway. 

KA-BAM! 

You spin around. 

The front door! It slammed shut! All by itself! 

Trevor races toward the door and starts yank- 
ing on the knob. 

“Tt’s locked!” he says in a loud whisper. 

Man, oh, man. This always happens in scary 
movies! 

“We’re trapped here,” Trevor moans, his voice 
cracking. 

“No, we’re not,” you insist. “All we have to do is 
break one of the windows and climb out. Right?” 

BAM! BAM! BAM! Wooden shutters slam 
shut over all the windows. 

Trevor is right. You are trapped! 

Maybe this was a really bad idea. Like your 
worst ever. 

Why did you think it was a good plan to explore 
this creepy, empty house? 

Empty? 

CREAK. CREAK. You hear floorboards creak- 
ing behind you. 

What made you think this house was empty? 


Find out who — or what — is in the house with 
you on PAGE 18. 
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“This is just like in the movie!” You gulp to 
make the lump in your throat go away. 

“What movie?” Trevor asks. 

“What movie?” you practically shriek at Trevor. 
“Are you kidding? One Night in Payne House, of 
course! I only told you the whole story five times.” 
You run your hands through your hair in exasper- 
ation. “Okay. These two kids go into Payne House 
to feed these two little dogs for some old woman. 
She’s gone to visit relatives or something. Any- 
way, once they get inside the house, all this bad 
stuff happens. Like the dogs turn into...into... 
that!” 

You point at the stairway, frozen with terror. 


Find out what's so scary on PAGE 67. 


Ooooh, tough luck. 

You don’t know what color Monster Blood is. 
Well, that’s good news and bad news. 

The good news is that you still have the chance 
to read Monster Blood. Borrow it from a friend — 
you'll love it. 

The bad news is, you’re in deep trouble in this 
book. 

In fact, you’re in so much trouble, you might as 
well close the book and give it a rest. Because the 
way things are going, you're not too likely to 
make it all the way to 


THE ONE GOOD ENDING. 
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You brought the flashlight and the candles and 
matches? That’s the only way you could have got- 
ten to this page. 

Wow. You must really be afraid of the dark. 

But okay. You'll scare the monsters with fire. 

They’re closing in. “Find me something big to 
light!” you shout to Trevor. 

“Huh? Okay.” Trevor glances around. 

He grabs an old, yellowed newspaper lying on 
the floor. Quickly he twists it into a long wand. 

Your hand trembles as you strike a match and 
light the candle and then light the newspaper torch. 

The minute they see the fire, the ghouls howl 
and scream. 

“It’s working!” Trevor cries. “Look — they’re 
backing off!” 

“Yea!” you cheer. 

Then the newspaper starts burning faster. So 
fast that the flames almost reach Trevor’s hand. 

“Yeow!” he cries, tossing the flaming paper to 
the floor. 

“Hey! What did you do that for?” you shout at 
Trevor. “You’re setting the whole house on fire!” 


Dodge the flames on PAGE 65. 
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At the top of the stairs, you find a door. 

You open it — and step onto the second-floor 
landing. Moonlight pours in through a high, 
barred window. You sit on the floor and quickly 
draw a map of the house. 

Trevor shudders. “It’s cold up here,” he whis- 
pers. “Super-cold. I feel like someone just touched 
my face — with icy hands. Know what I mean?” 
You gulp and your heart starts beating fast again. 

Yeah — you know what he means. Too well. 
That happened in the movie too. A ghost touched 
one of the kids on the face. But you don’t want to 
tell Trevor. It would freak him out. 

“Let’s go somewhere else,” you suggest. 

“No,” Trevor refuses. “I’m not moving. Not one 
more step — until I see the map.” 

“Okay.” You give in. “Here. Look.” 

You lay the map down on the floor, in the bright- 
est spot. Where the moonlight is coming in. 


Turn to PAGE 57 to examine the map. Then 
turn to PAGE 9. 
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You squint, trying to read the tiny words that 
are written in the screaming woman’s mouth. 

On the back of her throat it says: 

REACH IN HERE FOR A KEY TO THE SECRET PAS- 
SAGE. 

Secret passage? 

What secret passage? 

You don’t remember this from the movie at all! 


Look for a secret passage on PAGE 40. 


No way am I opening that door, you decide. 
What if they get mad at you for crashing their 
party? You don’t know who those kids are. 

Or even if they are kids. 

You decide to keep searching for the way out. 

You creep away from the noisy room and tiptoe 
down the second-floor hallway. 

You and Trevor slip into another room. There’s 
not much light in there, but you find your way to 
the one window and try to lift it. 

“It’s stuck. Or nailed shut,” you report to 
Trevor. 

No answer. 

“Trevor?” you call softly, turning around. 

Uh-oh. 

He’s gone. 


Hunt for him on PAGE 21. 
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A giant gob of drool sloshes toward you from 
the Tongue Thing. 

“Yuck!” Trevor exclaims. “Let’s get out of 
here!” 

He races back toward the front hallway. To- 
ward the dining room door, where you came in. 

But the door is gone! 

“No way!” Trevor cries. “Where did the door 
go?” 

Your stomach flips over. You can’t believe it. 
This is what happened in the movie! 

But how can it be happening in real life? 

“All the doors in the movie worked that way,” 
you cry. “They all disappeared whenever someone 
went through them!” 

“Why didn’t you say so before?” Trevor stares 
at you. 

“Because I never thought it would really hap- 
pen!” you snap. 

“Oh, man—we’re trapped!” Trevor wails. 
“We’re trapped in this room with that huge, ugly 
Tongue Thing!” 


Are you trapped? Find out on PAGE 127. 
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_ “No way!” you tell Trevor. “We have to find the 
Red Room. Like the message said.” 

“Yeah — okay,” Trevor says. “Which way?” 

CREAK! A noise comes from a room toward 
the front of the house. 

THUD! goes your heart. 

“Shh,” you warn softly. “Someone’s coming.” 

“Or something,” Trevor whispers. “Let’s move 
it!” 

Holding the candle, you peer at the door of each 
room until you find one marked RED ROOM. 

“This way,” you whisper, as the candle burns 
down to the end and goes out. 


Turn to PAGE 75. 
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Over the screaming woman’s shoulder — or 
where her shoulder would be if she still had a 
body — you see a flat panel. It’s on the back wall 
of the closet. The panel has a small oval keyhole. 
That must be it. The secret passage. 
The only problem is, this wasn’t in the movie. 
You gulp, terrified. Confused. 
Should you go into the secret passage? Or not? 
If you want to enter the secret passage, you'll 
have to reach into this screaming woman’s mouth. 
The idea of putting your hand in her mouth is 
totally gross. And scary. 
What if it’s a trick? What if she chomps on you? 
Well? 


If you reach into the screaming woman’s 
mouth, turn to PAGE 74. 
Tf you don’t, turn to PAGE 25. 
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~ “Cut? Did you say ‘Cut’?” the skeleton on the 
second floor asks with a terrible, mean laugh. 

You glance up quickly. Just in time to see him 
Swinging a huge scythe through the air. He 
swings it straight through a cord that holds a gi- 
ant chandelier over your head. Cutting it loose. 

“No!” you shout. “That’s not what I —” 

Meant. 

You were going to say, “That’s not what I 
meant.” 

Unfortunately, you don’t get the last word out. 

Because the huge chandelier comes crashing to 
the floor — and smashes you flat. 

Well, that’s a wrap! And your big scene has 
come to... 


THE END. 
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Quickly you plunge your hand into your pocket 
and pull out the canned string. You flip off the top 
and press the nozzle. A long string of pink stuff 
shoots out of the can and lands... 

“Yes!” you shout. “It’s working!” 

The stringy pink stuff drapes all over the invis- 
ible ghost in front of you. Now you can see it! 

“Cool!” Trevor cries when he sees what you’re 
doing. 

You whirl around, squirting the canned string 
in every direction. Almost at once, you can see 
seven different ghosts. 

Well, actually, you can see the outlines of them. 
The canned string drapes over them like a fine 
pink net. 

“Run!” you shout to Trevor. “Duck into one of 
these rooms — and shut the door!” 

“No way!” Trevor calls back. “If we close the 
doors, they disappear. Then we’ll be trapped!” 

Uh-oh. He’s right. Now what? 


Come up with a better plan on PAGE 68. 
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~ You heave your whole bag of Halloween candy 
at the tongue. 

“Run — now!” you shout at Trevor. 

Bits of slobber fly off the tongue as you dash 
past it. But you make it to the door on the far side 
of the room. The door that leads to the kitchen. 

“Careful,” you warn Trevor, who is ahead of 
you. “If the kitchen is like it was in the movie, 
you’d better open the door slowly.” 

Whoops. Should have told him sooner. 


Find out what’s lurking in the kitchen on 
PAGE 79. 
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The book in the library of Payne House is a 
GOOSEBUMPS book! 

For some reason, that scares you. You don’t like 
the idea that the monsters and ghouls in this place 
are reading the same books you read! 

Still, you can’t help wondering: Which GOOSE- 
BUMPS book is it? And why is it there? Is it a 
clue of some kind? 

“Come on,” you tell Trevor. “I’ve got to check 
out that book.” 

“No way,” Trevor scoffs. “How are you going to 
get there?” 

“On the walkway.” You point at the narrow 
strip of floor that surrounds the pit in the middle 
of the room. “If we’re careful, we can make it to 
the bookshelf on the far side.” 

“Yeah, but this door will disappear behind us,” 
Trevor moans. “We won’t be able to get back out!” 

“So what? We'll keep walking around the edge 
of the room,” you argue. “We can go out the other 
door at the other end of the library.” 

“Yeah, right. If we don’t fall into the pit first.” 
Trevor shakes his head. 


Go on to PAGE 84. 
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“Okay,” you decide. “We'll go upstairs. Come 
on.” 

You lead the way, since you’re holding the can- 
dle. 

The flame flickers as you climb the stairs. Al- 
most as if someone is blowing on it. Trying to put 
it out. 

The steps creak. 

When you finally reach the top of the stairs, the 
house seems quieter than ever. 

Too quiet. 

Is it really as empty as it looks? 


Find out on PAGE 28. 
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You try not to move. Or breathe. 

Your hand shakes as you bring the match to the 
candle to light it. 

Nice doggy, you think. Nice doggy, nice doggy. 

But it’s a total lie. No way is this a nice doggy. 

He opens his mouth, just inches away from your 
face. 

“Ew!” Total bad dog breath. And his curved 
yellow fangs look even more gruesome up close. 

The dog-beast growls softly. Then he starts to 
pant. 

POOF. 

The candle flame goes out! 


Light another match on PAGE 14. 
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Together, you and Trevor quickly knot all the 
white sheets into a rope. 

“It’s not long enough,” Trevor moans. “Look! It 
doesn’t reach to the ground.” 

Oh, no. He’s right. 

Well? Is there anything you can do about that? 


If you brought along a white sheet from home, 
turn to PAGE 102. 
Tf not, turn to PAGE 90. 
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The minute you step through the door, a boy 
carrying an ax races up to you. 

“No heads allowed!” he shouts. 

You have just enough time to wonder how he 
managed to shout without a head. 

Then he swings the ax in your direction. 

Ugh! You should have ducked! Because now 
that you’ve lost your head, you won’t be able to 
think clearly enough to make the choices at the 
bottom of each page. 

And face it. You swre won't be able to find your 
way out of Payne House! 

Try facing that without a face! 


THE END 


Congratulations! 

You got the right answer. Which means that 
you know the color of the most dangerous room in 
Payne House. 

Stay away from it — at all costs! 

And just because you’ve been so smart... 
here’s another clue. 

You know what color Monster Blood is. But do 
you know what the complementary color of that 
color is? (Ask your art teacher, if you’re not sure. 
Or think about Christmas!) 

Find the room that is the complementary color — 
or the opposite color — of Monster Blood. 

You'll discover an important tool there, a tool 
that will help you escape from Payne House. 

Now take Trevor and climb the stairs. 


Begin to explore the second floor of Payne 
House on PAGE 9. 


o0 

“Huh?” Trevor says. “What are you talking 
about?” 

“Let’s just stay here,” you urge. “Until morn- 
ing — when it’s light outside. Then we can see our 
way around the house. And scream for help. Stuff 
like that. You know?” 

“Yeah,” Trevor agrees. “But what about that 
message? Aren’t you worried about that? It says 
if you don’t go upstairs to the Red Room, you'll 
die.” 

That’s true. 

Is the message something you should believe? 
Or is it a trick to get you upstairs? 

You gulp, not sure what to do. 

But you’ve got to make up your mind sometime. 

Well? 


If you go up to the Red Room, turn to PAGE 45. 
If you stay in the back hallway until morning, 
turn to PAGE 121. 
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You wish you brought along the canned string. 

‘But you don’t have it. So all you can do is 
scream. 

“Aaaahhh! Helllllp!” You feel more hands push 
you. 

Four. Five. Ten! 

Ten ghostly hands push you. Some shove you 
from behind. Others push from the front. 

“Stay on the stairs!” you shout to Trevor as the 
ghosts push you back and forth across the hall. 

Then, finally, with one final forceful push, they 
hurl you over the front banister. 


Land on PAGE 119. 
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“We’re back where we started!” Trevor gasps 
as the two of you step into the front hallway of 
Payne House. 

“Only it’s not empty anymore,” you say, your 
voice quivering. 

YEOWWWW! HOOOWWWWOOOO! 

All around you are screeching, howling mon- 
sters. A giant spider with two heads. Two huge 
Pomeranian dog-beasts. The eyeless, screaming 
woman’s head. 

From the second-floor landing, a skeleton cack- 
les. 

All those hideous things that you saw in One 
Night in Payne House. 

They’re all real! 

“We’re in the end of the movie!” you cry. “This 
is it! The big final scene where the kids set fire to 
the house — to burn the monsters!” 

Trevor shoots you a terrified glance. “So what 
are you saying? We should do what they did in the 
movie? Burn them?” 

No way, you think. You can’t burn the house 
down! 

But maybe fire would work to hold the ghouls 
off. Keep them away. 

OFS 


Or what? To check out your other idea, turn to 
PAGE 77. 
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“Let’s check out the Tower Room,” you tell 
Trevor. “I remember in the movie it had a broken 
window. Maybe we can get out up there.” 

“Okay,” Trevor agrees. “Lead the way.” 

In the dim light, you hurry to the door marked 
TOWER ROOM. You start up the spiral stairs that 
lead to the tower. 


Continue climbing on PAGE 134. 
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Your heart is still racing as you stand there in 
the dark. 

Either Trevor is going to jump out and yell 
BOO! — scaring you to death — or some kind of 
horrible ghoul is going to jump out — scaring you 
to death. 

For a minute, you are frozen. Too terrified to 
move. 

Then you start to think. Why should you just 
stand around and wait to be scared? 

Wouldn’t it be better to hide in a closet 
yourself? Then, if Trevor comes back, you can 
jump out and scare him. 

And if Trevor doesn’t come back ... well, then 
you'll be hiding. Which is much safer than stand- 
ing here in the dark. 

You slip into a closet and close the door. 

Uh-oh. You can’t see anything. But you can feel 
something. 

Something cold. Chilly hands. Rubbing your 
face! 


Turn to PAGE 58. 
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Shaking, you yank the handful of pebbles out of 
your pocket. You hurl them at the terrible dog- 
beast. 

“GGGGGRRRRRR!” 

Yikes! They don’t even hurt him. They just 
make him madder! 

“What are you doing?” Trevor shouts. 

“TI don’t know!” you admit. “Trying to scare him 
away!” 

You pitch your last pebble at the beast — and 
bop him right on the nose. 

Instantly, he vanishes. Just disappears! 

“Wow! Way to go!” Trevor shouts. He slaps you 
a high five. 

“Thanks. Now what do we do?” You’re shaking 
from fear. 

Trevor glances around. Then he takes a deep 
breath. “Search the rest of the house,” he de- 
clares. “We’ve got to find that one way out.” 

Uh-oh. That’s exactly what you don’t want to 
do. 


Follow Trevor to PAGE 95. 


o6 

You close your eyes, not wanting to see the hor- 
rible dog-beasts’ teeth as they close in on you. 
Everything goes black for a minute. 

“Ha ha ha ha ha!” An old woman’s voice laughs. 

Your eyes pop open. 

“Whoa!” Trevor exclaims, standing beside you 
now. 

The two of you stare at one of the dog-beasts in 
shock. 

Where his head used to be, there’s the gigantic 
ghostly head of a woman. An old woman. 

You recognize her as the woman from the 
movie. The one who asked the kids to feed her two 
little yippy dogs. 

“Welcome to Payne House!” the woman cack- 
les. “And congratulations. Now you’re one of us!” 

“Huh?” Trevor sounds confused. 

You glance at Trevor — and gasp. 

He doesn’t have a head! 


Investigate further on PAGE 133. 
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There’s someone in the closet with you! 

Your heart starts pounding so fast, you think 
you'll faint. You can’t take these scares anymore. 

In fact, you’re so scared, you run down the hall 
screaming for Mommy and Daddy! 

Too bad you chickened out. You should have 
stuck around a little longer. Then you would have 
discovered that those cold hands in the closet be- 
longed to Trevor! 

That’s right. You thought you were playing a 
joke on him? Well, the joke’s on you! 


THE END 
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You brought candles and matches with you. 
Good. 

In the dark, you reach into your pocket and pull 
them out. Your skin crawls. You feel — or hear — 
something moving in the closet. With you. 

Or is it just the sound of your own breathing? 

Fumbling, you strike a match. 

“Whoa!” you cry as the small match lights up 
the inside of the closet. 

The dog-beast is still there. The sharp spikes of 
his mane stick out toward you — almost close 
enough to poke you in the eyes! 


Hold very still and turn to PAGE 46. 
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A baseball bat. You’ve got a large wooden base- 
ball bat. 

Maybe that will hold off the tongue, you think 
quickly. 

You hold the bat in both hands, wind up, and 
take aim. 

You take a swing at the giant, wet, slobbery 
thing. BAM! The bat connects and the tongue 
wobbles. But it doesn’t fall down. 

It takes a step closer. 

“What are you doing?” Trevor demands. 

“Tm killing it—I hope!” you answer, still 
swinging. 

“Hit it harder!” Trevor yells. 

You dash up, closer. Closer to the huge, ugly liv- 
ing blob. Then you swing the bat with all your 
might. SMACK! The bat cracks down right on the 
middle of the tongue. 

“Hey — look out!” Trevor shouts. 

Your head snaps around just in time to see the 
tongue stiffen — and then begin to fall. 

Onto you! 


Go on to PAGE 94. 
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You decide to enter the Purple Parlor. You don’t 
know why. Maybe because purple is one of your 
favorite colors. 

“This way,” you whisper to Trevor as you sneak 
down the hall. 

You stare into the purple room and let out a 
sigh of relief. 

Empty. 

You can’t see much — except that the whole 
room is covered in purple velvet. 

And there’s a window. 

“That’s it! That’s our way out!” Trevor cries. 


Follow Trevor to PAGE 117. 
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“Why are we doing this?” you ask Trevor. “Tell 
me again.” 

Trevor sighs. “Because I dared you to — and 
you dared me,” he says. “And we told everyone 
we were going to do it — remember? And we’ve 
been bragging about sneaking into Payne House 
on Halloween for weeks. So we'll be the dorks of 
the whole school if we don’t do it!” 

Oh, yeah, you think. That. 


Too late to back out now. Enter Payne House on 
PAGE 81. 
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“Paper? No,” you answer Trevor. “I brought 
matches and candles, though.” 

“Oh, great. So how are we supposed to make a 
map?” Trevor asks. “With wax?” 

“IT guess we can’t,” you admit. 

“Well, how about lighting a candle then?” Trevor 
suggests. “Or are we going to just sit here in the 
dark all night?” 

Right, you think. Light the candle. Good idea. 

You dig into your pockets and pull out a candle. 
You strike a match and light the wick. 

“That’s better,’ Trevor remarks as the warm 
glow of candlelight fills the back hall. 

Then his eyes pop open wide. 

He stares in shock at something behind you. On 
the wall. 

You whirl around to see what Trevor’s looking 
at — and gasp. 


Turn to PAGE 70. 
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You have the small cassette recorder in your 
pocket. 

Quickly, you take it out. Your hands tremble as 
the ghoulish sounds come closer ... closer... 

“What are we going to do?” Trevor moans. 
“We've got to get out of here!” 

“Shh,” you tell him. “I’ve got an idea.” 

You push the button on the recorder to turn on 
the tape. You hope your tape of scary sounds will 
play. Maybe it will scare away the monsters. 

But instead of scary sounds, music comes out! 

Oh, no! you think. Your mom must have bor- 
rowed your tape recorder again. An old tape of 
hers is inside. 

An old 1960s song called “The Monster Mash” 
booms out of the speaker. The lyrics are all about 
a monster doing a dance called the Monster Mash. 

“It was a graveyard smash,” the song goes. 

The minute the music begins playing, the mon- 
sters stop screeching and howling. 

You can’t believe what you hear next. 


Turn to PAGE 97. 
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Within seconds, the old, dry wood of the house 
begins to burn. The flames leap up, surrounding 
you. 

“Run!” Trevor shouts, dashing toward the front 
door. You’re right behind him. 

But the front door is locked. Remember? 

“Maybe we can get out a window!” Trevor tugs 
at one of the heavy wooden shutters covering the 
windows. 

No use. They’re locked too. 

“Helllilp!” you scream, pounding on the door. 
Trevor joins you, trying to get someone’s — any- 
one’s — attention. 

No one hears you. In fact, none of the kids who 
are out trick-or-treating for Halloween will even 
come near this place. They’re too afraid of the 
house to walk past it! 

You should have known. In Payne House, if you 
play with matches, you’re bound to get burned! 


THE END 
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“PUT DOWN THAT BOOK!” the voice com- 
mands you again. The voice is creepy. Not quite 
human. 

Quickly you shove the copy of Monster Blood 
back onto the shelf. 

“Who’s there?” you call, trying not to sound as 
scared as you feel. 

“Never mind,” the ghostly voice answers. “Just 
listen to me. First: Never come into the library 
again. Second: If you want to escape Payne 
House, you must stay out of certain rooms. You 
must avoid one room at all costs. The room that is 
the same color as the color of the monster blood in 
the book.” 

“How do we know yov’re telling the truth?” 
Trevor blurts out. 

“You don’t!” the voice booms. 

Then silence. It dies away. 

“Great,” you mutter. 

You and Trevor creep around the edge of the 
room to the door on the far side. It leads to the liv- 
ing room and the front hall. But now what? 


Turn to PAGE 20. 
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Before your eyes, the Pomeranian grows from a 
tiny little dog that looks like a toy lion — into a 
huge beast! 

His fur shoots out in ragged spikes, encircling 
his head like a razor-sharp mane. His feet have 
turned into claws. They look as sharp as an eagle’s 
talons. His yellow teeth are curved like hooks. 

“T don’t believe this,” you gasp. “It’s the same 
dog from the movie! It wasn’t just special effects. 
It was real!” 

Your throat tightens up in terror. 

Was everything in the movie real? 


Turn to PAGE 132. 
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You don’t have much time to think. The ghosts 
are closing in on you. 

Then you remember something from the movie. 

There’s a tower. A round tower room — with a 
broken window. 

A window that you might be able to escape 
through! 

Can you make it up the spiral stairs to the 
Tower Room before the ghosts get you? 

Or do you want to duck into the nearest room — 
the Green Room — and take your chances? 

Hurry! The ghosts are closing in! 


If you run up the stairs to the Tower Room, 
turn to PAGE 1384. 

If you duck into the Green Room, turn to PAGE 
80. 
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“Please, please, please,” you beg the woman. 
“Tell me the secret to getting out of Payne 
House!” 

The woman smiles. A sickly, ugly smile — but a 
smile just the same. 

“All right,” she says. “In the secret passage be- 
hind me, go to the left. Cross through the library 
to the back hall. Then climb the back stairs. Never 
go up the front — the front stairs will always be 
guarded. Understand?” 

You nod and she smiles again. 

You shiver. She has no eyes. So how did she 
know that you nodded? 

“On the second floor, go into the Pink Room.” 
The woman goes on. “Search in the back of the 
closet for a small chest of drawers. There is an- 
other key in there —a key that will unlock the 
one room where the windows still open. Got it?” 

“Yes.” You nod quickly. “But how do I get into 
the secret passage?” 

“You should have taken the key from my throat, 
fool!” Then she screams so loudly that you wince, 
close your eyes, and cover your ears. 

When you open them again — she’s gone! 


Try to get out of the closet on PAGE 118. 
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It’s your name. Your name! Written in freshly 
dripping blood on the wall. 

“No way,” you mutter, more scared now than 
you’ve been all night. “This didn’t happen in the 
movie.” 

“That was a movie,” Trevor argues. “This is real 
life.” 

“But ... but how did it get there?” you whisper. 
“Who wrote my name? And where did they get 
the: the 22" 

“The blood?” Trevor whispers. 

You nod silently. 

“Who knows?” Trevor replies. His voice is 
seared and tight. 

You back away from the bloody wall. You don’t 
want to look at it. Or be near it. But you can’t look 
away. 

Especially not now. Now that more blood is oo0z- 
ing out of the old brown flower-printed wallpaper. 

“T don’t believe it!” Trevor cries. “Look — more 
words!” 

It’s true. The walls are bleeding. And writing 
another message under your name. 


Read the message on PAGE 115. 
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The dog-beast takes a step forward and growls. 


Your heart hammers in your chest. 
No, you think. NO! 


You’ve got to do something — and fast. But 
what? 


You don’t have the leash. You don’t have the 
pebbles. 


Did you bring anything that you can use as a 
weapon? 


If you brought the baseball bat, turn to PAGE 
101. 


If you didn’t bring the bat, turn to PAGE 113. 
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You and Trevor dart out of the room and into 
the back hall. 

You slam the kitchen door closed behind you. 
Instantly, it disappears. Just like the other doors 
in Payne House have disappeared. 

“Where are you?” Trevor whimpers. “I can’t see 
a thing.” 

“Over here,” you answer in the dark. 

You brush at your face and hair, just to be sure. 
But you don’t feel any roaches. And you don’t see 
anything glowing on Trevor. 

“Wow,” Trevor murmurs. “Are they gone? Are 
those bug-things gone?” 

“Yeah,” you answer. “They won’t bother us 
again.” 

“Wow,” Trevor repeats. You can tell he’s totally 
freaked out. “What are we going to do now?” 

“lve got an idea,” you reply, lowering your 
voice just in case some of the monsters are listen- 
ing. 


Tell Trevor your idea on PAGE 12. 
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Whoops. In the dark, you’ve just slipped on 
something. And fallen down the stairs to the base- 
ment. And broken your neck. What did you slip 
on? A flashlight. 

It’s not your flashlight, though. It’s an old one, 
left in Payne House by the last kid who broke the 
rules! 

That’s what you get for trying to throw a little 
light on the subject! 


THE END 
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All right. It’s gross. But you know you have to 
do it. 

You have to reach into the woman’s mouth. 

You cautiously slide your hand past her 
teeth... reaching... reaching... 

Yuck. 

You shiver, feeling the creepy warmth of her 
breath as she continues to scream. 

Where’s the key? 

Finally, at the back of her wet throat, you feel 
it. A small brass key. About the size of a peanut. 

You pull the key out. 

Instantly, the screaming stops — and she disap- 
pears. 

Alone in the closet, you calm down a little. Your 
heart, which was pounding wildly, returns almost 
to normal. 

You slip the key into the small oval opening in 
the panel. 

WHOOOOSH! 

Quickly, the panel slides open. You shine your 
light into the secret passage — and gasp! 


Find out what’s inside the secret passage on 
PAGE 86. 
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Cautiously, quietly, you tiptoe into the Red 
Room. 

“Ugh,” Trevor whispers. “The walls are the 
color of blood.” 

“I know,” you answer softly. Your stomach 
turns over. The walls even look like fresh blood. 
They’re wet. 

The minute you step inside, the door behind you 
vanishes. WHOOOSH. It becomes a solid wall. 

“Don’t worry,” you tell Trevor. “We can still get 
out the other door, over there. I think it leads to 
the Pink Room.” 

In the dark, you stare hard to see what’s in this 
room. 

There must be something! 

“Hey — what’s that?” Trevor asks, hurrying 
toward a small table. 


Turn to PAGE 82. 
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The door at the top of the stairs is locked. But 
your key fits the keyhole. The door to the Tower 
Room swings open. 

You feel a cold October breeze. It blows past 
your face, sending a chill down your spine. Then it 
blows the door to the room shut with a slam. 

A breeze? That means... 

“A window!” Trevor cries. “Look — it’s broken! 
And we can tie those sheets together to make a 
rope.” He points at a stack of sheets on the floor. 
“Then we can lower ourselves out the window.” 

“ROWWWWWE! RRROWWWWE!” A racket 
starts up outside the door. 

Uh-oh. You recognize that bark. It’s the dog- 
beast! 

“GRRRRRR... HOWWWWWWLLLLLLL! 
SCREEEEEEEECH!” 

“They’re coming after us!” Trevor cries. “Look! 
Something is slipping under the door!” 

You glance at the crack under the closed Tower 
Room door. 

Trevor’s right. Some kind of ghostly mist is 
creeping into the room! 

“Start tying!” you shout, picking up two of the 
sheets and knotting them together. 


Hurry to PAGE 47. 
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Your mind races. This whole thing is too weird. 

Payne House is filled with monsters from the 
movie. Which means that the movie was real. Not 
special effects. 

The director of the movie must have known 
that the ghosts were real too. He must have used 
them. Like actors! 

He told them what to do, and they did it. They 
followed his directions! 

So maybe... 

Just maybe... 

What if you treat them the way the director 
did? As if they’re movie actors? What if you yell 
“Cut!” That’s what a movie director would do, if 
he wanted them to stop performing. 

If you yell “Cut!” maybe they'll stop haunting 
you. 

You’ve got to decide. Do you try to scare the 
ghosts with fire? Or yell “Cut!”? 

That depends. You can’t use fire if you don’t 
have any matches. 


If you brought the candles and matches with 
you, and you want to use them, turn to PAGE 34. 
If you'd rather yell “Cut!” turn to PAGE 106. 
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Within seconds, the walls close in. Tighter. 
Tighter... 

“Aaaaahhhh!” you and Trevor scream. 

You’re still screaming when the walls meet in 
the middle. 

The force of the walls smashing against you is 
so great, it presses your scream right into the 
plaster itself. 

When the walls open up again, you and Trevor 
are gone. Vanished. 

But your scream lives on... forever. Whenever 
anyone sneaks into Payne House, the first thing 
they hear is your voice coming from the scream- 
ing walls of the Pink Room. 


THE END 


As soon as Trevor pushes the door open, a light 
flips on. 

But it’s not an electric light. 

It’s a black glow — coming from hundreds of 
tiny, pulsing, crawling roaches! 


Turn to PAGE 110. 
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“This way,” you whisper, motioning to Trevor. 
“Let’s check out the Green Room. Hurry!” 

Trevor doesn’t need to be told twice. 

The two of you tiptoe into the small green bed- 
room near the front of the house. 

You pause to listen. It doesn’t sound as if any- 
one followed you in. 

“Hey — all right!” Trevor exclaims. “A couch! 
A fuzzy black couch! Man, am I wiped out!” 

Trevor flops down onto the big, soft, fuzzy black 
mounded surface in the corner of the room. 

Yikes! It moves! 


Go on to PAGE 98. 
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You decide to try the bug spray. It might just 
work. 

Pulling the can out of your backpack, you march 
into the kitchen. 

“Whoa!” Trevor cries. “Get them off me!” 

The glowing black roaches fly straight into his 
face. Dozens of them. Buzzing. 

“Helllp!” he cries, flinging his arms and hands 
to bat them away. 

You raise the spray can. “Hold your breath!” 
you shout. 


Blitz the roaches on PAGE 16. 


82 

You step forward to see what Trevor is staring 
at. 

On top of the table sits a remote control. Just 
like a television remote. 

Except that this one has a number painted on it 
in white. The number 13. 

You shiver. Thirteen. 

Bad luck. 

But you pick up the remote anyway. You have a 
feeling you’ll need it. 

“Come on,” you tell Trevor. “Let’s get out of this 
horrible room.” 


There’s only one way out — through the door 


that leads to the Pink Room on PAGE 22. 


You put your hand up to your mouth to lick your 
wound. Just like a dog. 

Uh-oh. 

Maybe you shouldn’t have done that. Maybe 
you shouldn’t act like a canine. 

Because in the next instant, the dog-beast 
reaches up with both paws — and slips the choke- 
chain leash around your neck! 

“Hey — don’t!” you cry. 

Too late. He’s already jerking the leash tighter 
around your throat. Holding it in his teeth and 
yanking it, like you’re a bad puppy. 

“Trevor! Helllllp!” 

Your cry is choked as the chain tightens around 
your throat. 

Tighter. Tighter... 

The dog-beast races into the living room. Still 
holding the leash in his teeth, he drags you along 
behind him. 


You have no choice but to follow the dog-beast to 
PAGE 89. 
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You step into the dark library — and instantly 
your heart starts pounding. 

The one-foot-wide walkway feels a lot narrower 
now that you’re on it. It’s like walking right near 
the edge of an empty swimming pool. 

The pit is so deep. You can’t even see the bot- 
tom. 

“Hold on,” you warn Trevor as you lead the way 
around the edge of the room. “Lean against the 
walls.” 

Slowly, one step at a time, you make your way 
to the book. 

You lift it off the shelf. 

“Wow!” you exclaim. “It’s a copy of Monster 
Blood. But the pages are torn out!” 

“Weird,” Trevor comments. 

“PUT DOWN THAT BOOK!” a voice booms, 
echoing in the empty library. 

“Who said that?” Trevor whispers, trembling 
behind you. 


Find out on PAGE 66. 


The huge, ten-foot-tall tongue presses up 
against you and licks your face. 

“Yuck!” You want to scream when you feel the 
warm, wet thing on your skin. 

But then... 

After you get over the awful smell, it’s really 
not so bad. In fact, it’s kind of like when Trevor’s 
dog licks your face. You get used to it. After a 
minute or two. 

“Nice tongue,” you mutter as the tongue backs 
away. 

And guess what? It 2s a nice tongue. 

Why wouldn’t it be? It’s a dog’s tongue. And 
dogs are man’s best friend. Right? 

It’s a good thing you have a new best friend. Be- 
cause you’ve lost your old best friend — Trevor. 
You accidentally locked him in a room with a 
bunch of glowing, crawling roaches! 

So you spend the rest of your life in the dining 
room of Payne House — with a giant dog’s tongue 
as a friend. 

Hey — at least this time you don’t have to roll 
over and play dead! 


THE END 
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Standing in the secret passage is a vampire 
with a long scar on his face and glowing fangs. 

For half a second, you panic. Then the vampire 
speaks. 

“T found you,” he exclaims. “Whew!” 

“Trevor?” you whisper. Your voice is shaking. 
You forgot — that’s how Trevor dressed up for 
Halloween. “How did you get in here?” 

“T don’t know,” Trevor admits. “I started wan- 
dering through the house, trying to find you. Are 
you okay?” 

“Sort of,” you answer, gulping. That screaming, 
floating woman’s head was too creepy for words! 

“Anyway,” Trevor goes on, “finally I found the 
library and pushed on one of the bookcases. It led 
me to you.” 

“The library?” you repeat. That’s another thing 
you remember from the movie. “But the floor in 
the library is ... is gone!” 


Turn to PAGE 7. 
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“Keep going,” you say grimly. You race upward. 
The stairs get darker the higher you climb. 

“Ew — yuck!” you cry, feeling thin strands of 
spiderwebs sticking to your hair. 

“Hurry,” Trevor says. “I hear someone com- 
ing!” 

You listen for half a second. 

Whoa! You don’t just hear someone coming. 
You hear everyone! 

All the beasts and monsters you’ve met so far in 
Payne House. All the hideous things you saw in 
the movie. It sounds as if they’re all following 
you! 

“Hurry up! Open the door!” Trevor pleads. 

In the dark, you lunge forward and turn the 
knob. 

Your heart sinks. 

“T can’t!” you cry. “It’s locked!” 


Try not to panic until you reach PAGE 105. 
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“T’ve got paper, so I’Il make a map,” you declare. 

“Give me a break,” Trevor says. “It’s practically 
pitch-black in here. Even if you can draw a map in 
the dark, how am I supposed to see it?” 

Good point. 

Neither of you can see the map until you get out 
of the dark hallway. 

“Okay,” you reply, standing up. You feel your 
way along the walls. Feeling for doors. 

But you find a stairway instead —the back 
stairs. 

“Follow me,” you command, starting up the 
stairs in the dark. 


Climb the stairs on PAGE 35. 


¢ 


Your hands fly up to the chain around your 
throat. Desperately, your fingers try to pry it 
loose. But you can’t — not while the dog-beast is 
dragging you from room to room. 

The house is so dark. You can barely see where 
you're going. Behind you, you can hear footsteps. 
You hope it’s Trevor. Maybe he’ll be able to help 
you. 

Ow! You stumble, tripping on a footstool. But 
the dog keeps running. Dragging you into some 
sort of small, totally dark space. 

A closet? 

KA-BAM! The door shuts. 

CLICK! And locks. 

The chain around your neck loosens a little. 
Maybe the dog-beast let go. 

But is he still there — with you — in the closet? 

Who knows? You can’t see a thing. 


If you brought a flashlight or candles and 
matches, turn to PAGE 96. 

If you didn’t bring either one, turn to PAGE 
104. 
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“It will have to do,” you tell Trevor. “We’ll jump 
the rest of the way.” 

As fast as you can, you tie your bedsheet rope 
to a radiator near the window. 

Then you climb out the window. You begin to 
lower yourself to the ground. 

“Ts it holding?” Trevor calls from above you. 

“So far,” you reply. 

“I’m right behind you,” he warns. 

Your hands grip the sheets tightly. You can still 
hear the ghosts and monsters. Crying. Screech- 
ing. Pounding on the Tower Room door to get in. 

“I wish they’d shut up,” Trevor moans. He 
clings a few feet above you on the rope. 

“Hang on just a little longer,” you say as you 
place your foot against the wall. “At least we’re 
getting away from all those ghosts and stuff.” 

“What makes you think that?” a creepy voice 
asks suddenly. 


Find out who said that on PAGE 17. 
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“Let’s try the library,” you answer. “Follow 
me.” 

You feel your way toward the door in the dark. 
You turn the knob. 

As soon as you open it, a bit of light falls into the 
room from a high window, lighting your way. 

“Whoa!” you blurt out. “There’s no floor!” 

Then you remember: That’s the way it was in 
the movie. 

Trevor is behind you. Still moving. So when you 
stop short, he bumps into you—and almost 
pushes you into a deep pit! 

“Hold it!” you cry, gripping the sides of the 
doorway to keep from falling forward. 


Hold on till you turn to PAGE 103. 
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The face floats toward you. Still screaming. 

“Helllp!” you shriek, backing up. You bump 
your head on the closet door as you shrink away 
from the ghostly head. 

The head floats closer. Closer. 

That’s when your flashlight beam falls on the 
screaming woman’s mouth. 

You gasp. Amazed. 

There’s a tiny message written inside the 
woman’s mouth! 


Read the message on PAGE 36. 
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“That’s no couch. It’s a spider!” you shout. “A 
giant, two-headed black spider!” 

Three hairy black legs shoot out from the fuzzy 
mound. They pin Trevor’s arms to his sides. 

“Yikes!” Trevor cries. 

You want to turn and run screaming out of the 
room. 

But of course you can’t. The door to the Green 
Room — just like all the other doors in the house — 
disappeared the instant you passed through it. 

“Help me!” Trevor cries. “I can’t get away!” 

You race forward. You’ve got to help your 
friend! 

But a huge, fuzzy black leg shoots out from its 
folded position — and wraps around your waist! 


Try to get free on PAGE 8. 
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“Look out!” Trevor shouts again. 

You and he both dart to get out of the way. 

But you’re too late. There isn’t a safe spot in 
that room where you can hide. Where the tongue 
can’t reach you. 

The huge, standing tongue topples over and 
crashes to the floor like a giant plank. 

SPLAT. : 

Squashing you flat. 

Which is why you really should have taken your 
Halloween candy with you. Not a baseball bat. Af- 
ter all — it’s Halloween! What fun is Halloween 
without a ton of candy? 


THE END 
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Trevor starts up the stairs. Gulping, you follow. 
At the top of the steps you find several rooms. 
Only one has a closed door. 

Behind it, you can hear voices. They sort of 
sound like normal kids’ voices. 

Maybe one of them knows how to get out of 
here! Maybe. 

“Hey! We’re saved,” Trevor cries. “Some other 
kids are already here — probably doing the same 
thing we are. Checking out Payne House on Hal- 
loween. Maybe even having a party!” 

Cool, you think. If Trevor’s right. 

Of course, they could all be prisoners. Or worse. 
Monsters with kids’ voices. 

“Let’s go in,” Trevor suggests. 

Well? Do you want to risk it? 


If you open the closed door, turn to PAGE 123. 
If yow’d rather keep exploring, turn to PAGE 
Oo”. 
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Smart you. 

You brought a flashlight. Or candles and 
matches. 

Whatever. It doesn’t really matter. Does it? 

Well... actually it does matter. 

Which one did you bring? 


If you brought a flashlight, turn to PAGE 116. 

If you brought the candles and matches, turn to 
PAGE 59. 

If you brought both, turn to either page. 


Singing! The hideous creatures are singing! 

You and Trevor sneak back down the stairs. You 
can’t believe what you’re seeing! 

The ghosts and monsters are dancing too. Danc- 
ing to “The Monster Mash”! The huge Pomeran- 
ian dog-beast is howling along. So are the other 
creatures of Payne House. 

“They love it!” Trevor cries in delight. 

The two of you laugh and watch the party for a 
few minutes. 

Then one horrible death skull floats over to you. 
He’s a skeleton in a long black cloak. 

He isn’t singing. Or dancing. In fact, he looks 
more horrible and grim than anyone or anything 
else you’ve met in Payne House. 

“What?” you ask, your voice trembling. “Do 
you... want me to turn the music off?” 

“No.” The death skull shakes his head. “Give it 
to me!” 

“Fine. Here. Take it!” You shove the cassette 
recorder fearfully at the death skull. Whatever he 
wants! 

The skeleton lifts the machine above his head. 

Yikes! Is he going to hit you with it? Or smash 
it? 


Find out on PAGE 126. 
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“Hellllp!” Trevor cries as the Tongue Thing 
bends and curls toward him. 

“Duck! Get out of the way!” you shout. 

Then you reach into your bag of Halloween 
treats. You pull out a handful of candy bars — and 
hurl them at the tongue! 

“Catch — you drooling fool!” you cry. 

“Mmm. Mmm.” The tongue moans as it slobbers 
all over the candy bars. It stops trying to flop 
down on top of you. 

“Wow,” Trevor murmurs. “It’s just ... absorb- 
ing them!” 

It’s true. The candy seems to melt right into the 
surface of the tongue. It doesn’t even have to 
chew it. Or take the wrappers off! 

“Mmmore,” the tongue moans. 

“Give it more!” Trevor urges. 

“Okay, okay,” you yell. “I'll throw the candy. 
Then let’s run! Run toward that door back there!” 


Toss some more candy at the tongue on PAGE 
43. 


“Come on,” Trevor urges you. “Maybe we can 
escape by climbing out one of the library win- 
dows!” 

He points to the left — to the far end of the se- 
cret passage. 

“I don’t know,” you mutter. You don’t like the 
idea of doing something that led to trouble in the 
movie. What if it’s a trap? “Maybe there’s another 
way.” 

You shine your light to the right. “Is that a 
door?” 

“Where?” Trevor asks. 

You aim the flashlight beam at the door. But 
then the beam dims, flickers, and goes out. The 
batteries must have died! 

“Oh, man,” you groan in the dark. “Now what?” 

“Follow me.” Trevor grabs your arm in the dark 
and pulls you toward the left — toward the li- 
brary. 

You gulp, trying to decide. 


If you follow Trevor to the library, turn to 
PAGE 108. 

If you dash to the right instead, turn to PAGE 
120. 
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You clear your throat nervously. 

“Uh, no. I didn’t bring any paper,” you admit. 
“So I guess the map idea is out.” 

“How about matches?” Trevor asks. “So we can 
see where we’re going.” 

“Nope.” 

“So what do you want to do?” he demands. 

“Just hold still,” you tell him. “I’m feeling my 
way around the walls. Okay, I’ve come to a door — 
which I think leads into the library. At least it did 
in the movie. And here .. .” 

“What?” Trevor asks. 

“Stairs,” you answer. “A back stairway. Lead- 
ing up.” 

“Which way do you want to go?” Trevor asks. 

If you’ve wandered around much in Payne 
House, you'll know which way is safer. 

If not, you'll just have to take a guess. 


To go up the back stairs, turn to PAGE 130. 


To go into the library on the main floor, turn to 
PAGE 91. 
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The bat. You remember the baseball bat. You 
brought it along — but you’ve been gripping it so 
hard, you almost forgot! 

You lift the bat and grasp it in two hands. 

The dog-beast leaps at you, baring his horrible 
fangs. 

You swing the bat once — and miss! 

The dog-beast growls angrily. 

You swing again. 

No! Missed again. 

Your arms shake. Your heart pounds. You know 
what’s wrong. You're so terrified of the beast, you 
aren't getting close enough to hit him. You’re 
holding back on your swing. 

“Do something! Get him!” Trevor cries, backing 
away in terror. 

The beast leaps at you, his mouth open wide. 


Swing your bat one more time on PAGE 109. 
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You’ve got your own sheet from home. Great. 

Quickly, you add it to the bottom of the rope of 
white sheets. 

“Now it almost reaches to the ground,” you an- 
nounce. You’re trying to make Trevor feel better. 
“Come on. Let’s hurry. We’re finally out of here!” 

As fast as you can, you climb out the window 
and begin scurrying down the sheets. 

“You'll never make it,” a voice says with a 
wicked laugh. 

Huh? 

Who said that? 


Find out on PAGE 17. 
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The weight of Trevor slamming into you almost 
pushes you into the pit. 

And no wonder. He’s a big guy. Tall for his age. 
And heavy. He weighs 92 pounds. 

How much do you weigh? 


If you weigh less than 60 pounds, turn to PAGE 
131. 

If you weigh more than 60 pounds, turn to 
PAGE 111. 
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No candle? No matches? No flashlight? 

No way. You didn’t really think you could sur- 
vive a night in a haunted house without something 
to light the way, did you? 

Okay. So you’re stuck in this closet — or what- 
ever it is — with no light. 

Big mistake. With no lights, how are you going 
to read this book? 

That’s why you must close the book and admit 
that you’ve come to... 


THE END. 


105 


You slam your whole body against the door to 
the Tower Room. Trying to force it open. 

But it doesn’t budge. It’s locked —and you 
don’t have the key. 

“HOOOOOWWWWWLL! SCREEEEEECH! 
GRRROWLLLLLL...” 

“They're getting closer!” Trevor gasps. 

You shiver with fear. Their cries remind you of 
an audiotape you have at home. A tape of scary 
sounds. You always get your mom to play it on the 
front porch, on Halloween, to scare trick-or- 
treaters as they come to the door. 

It’s probably playing right now, you think. At 
home. 

Then you remember something. Your cassette 
recorder. The one that your mom plays the tape 
on. 

You were thinking of bringing it along tonight. 

Did you? 


If you brought the cassette recorder, turn to 
PAGE 64. 
Tf not, turn to PAGE 27. 
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It’s risky — but you decide to try it. You'll treat 
the monsters as if they’re actors and yell “Cut!” 

It just might work. 

“Do something,” Trevor begs you as the crea- 
tures close in on him. 

“Cut!” you shout, barking the order at all the 
ghosts and ghouls the way a movie director 
would. 


Turn to PAGE 41. 
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Almost immediately, the walls begin to move 
back. You can tell, because more moonlight streams 
in the windows. And a new door appears. 

It worked! The remote control worked! 

“Phew!” Trevor lets out his breath. “Close one.” 

“We're not out of here yet,” you say shakily. 

“What now?” Trevor asks with a groan. 

“There’s only one way out of this house,” you 
answer. “I think it’s up the spiral staircase — to 
the Tower Room.” 

“Oh, man,” Trevor says. “What if we get up 
there and there’s no way out? We'll be trapped.” 

“We're trapped already,” you point out. “We 
have to try it. We don’t have a choice.” 

Well... 

That’s not exactly true. You do have a choice. 

You could stay in the Pink Room a little longer. 
Explore it. See if there’s anything important 
there. 

Or you could hurry to the Tower Room now — 
before anything else bad happens. 


If you explore the Pink Room, turn to PAGE 
125. 

If you hurry to the Tower Room, turn to PAGE 
53. 
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Feeling your way in the dark, you follow 
Trevor’s footsteps toward the far end of the pas- 
sageway. 

“Ow!” you cry as you bump into him, smacking 
your nose on his back. “Why did you stop?” 

“To open the door, dodo,” he says. “We’re here.” 

You peer into the dark space ahead of you. 

A small bit of moonlight filters into the library 
from one of the tall windows. But you can’t really 
see the floor. 

Is it there? 

Or is there only a huge, empty pit for you to fall 
into? 

You can’t tell. So you both take a few steps for- 
ward. 


Enter the library on PAGE 124. 
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You swing the bat a third time. 
Ooooh! 
Three strikes — and you're out! 
Sorry, slugger. 
Now close the book and let someone else step 
up to the plate. 


THE END 
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Glowing roaches swarm all over the room. They 
rise from the counters and floor — and fly straight 
at Trevor’s face! 

You’re right behind him. So they’re going to fly 
at you next. Ugh! You don’t know if you can stand 
it! 

Unless... 

Did you bring the bug spray with you? 

If you did, you could try spraying the roaches. 
You don’t really know whether it will work. They 
could be mutants who thrive on poison or some- 
thing. In this house, that’s even likely! 

Your other choice is to stay in the dining room. 
Of course, you'll have to face the Tongue Thing 
again.... Lousy choices, aren’t they? Well — 
what'll it be? 


If you stay in the dining room with the Tongue 
Thing, turn to PAGE 10. 
If you brought the bug spray, turn to PAGE 81. 
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Luckily, you weigh more than 60 pounds. So 
youre able to hold on and push back against 
Trevor. 

Finally, you get your balance — and get him off 
you! 

“Watch it!” you tell him “Don’t follow me so 
close from now on!” 

“Sorry,” Trevor mumbles. 

You take a deep breath. Then you glance into 
the library again. There’s enough moonlight com- 
ing in the windows for you to see the whole room 
clearly. 

Most of the floor is gone. Totally missing. 

But there’s a thin walkway, about a foot wide, 
that goes all the way around the edge of the room. 
And on the far wall are floor-to-ceiling bookcases. 

They’re almost all empty. But on one shelf, you 
see a single book. The only one in the room. 

And you can read a bit of the title from the door. 

When you do, a chill shoots up your spine. 


Read the creepy book title on PAGE 44. 
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Luckily, it’s Halloween. Tons of trick-or- 
treaters are still out. Within a minute, a bunch of 
dressed-up teenagers come running toward you. 
They quickly search the garage behind Payne 
House and find a ladder. Then they help you both 
climb down. 

Your knees are shaking so much, you can hardly 
stand when you reach the ground. And Trevor is 
shivering nonstop. His teeth won’t quit chatter- 
ing. 

But you survived! 

“We did it!” you shout, giving Trevor high fives. 
“T can’t believe it! We survived Payne House!” 

“T thought we were dead meat,” Trevor admits. 
“But we got through it alive! Wait till we tell 
everyone at school!” 

“We rule!” you cheer. 

“What were you doing, anyway?” one of the 
teenagers asks. “Trying to break into Payne 
House?” 

“No!” You shake your head. “Trying to get owt.” 

The teenagers glance at each other and burst 
out laughing. 

“Yeah, sure. Right,” the teenager says. “Like 
you really went in there.” 

Oh, no. They don’t believe you! 


Try to convince them on PAGE 135. 
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You shake, terrified. You don’t have anything 
you can use as a weapon against this beast! 

SGRERR Re os 

His muscles tense. He’s ready to leap at you. 

“Run!” Trevor shouts, taking off toward a large 
room to your right. You glance over and see it’s 
the dining room. 

“Not that way!” you call after him. “The Tongue 
Thing is in there!” 

At least, it was in the movie. 

But Trevor doesn’t hear you. He’s already 
gone — running for his life. 

Oh, no, you think, dashing after him. 

You can’t let Trevor face the Tongue Thing 
alone! 


Follow Trevor into the dining room on PAGE 
28. 
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Too bad you didn’t bring your own sheet. 

If you had, you’d still have a chance. 

But without it, you’re... well... 

Let’s just say your attempts to survive Payne 
House have fallen a little short. 

Your scream lasts a full five minutes. Much 
longer than the time it takes you to fall to the 
ground with a splat. 

“Why are you still screaming?” Trevor asks you 
as the two of you stand up and brush yourselves 
off. 

“Just practicing,” you answer, giving him a 
sickly grin. 

“Hey!” Trevor gasps. “You’re... you’re trans- 
parent. I can see right through you. You’rea...a 
ghost!” 

You nod. “That’s right.” 

Then you walk up to the front porch of Payne 
House — and pass right through the front door. 

“You are too, Trevor,” you say, motioning for 
him to follow you. “Come on in. Welcome to Payne 
House. It’s time for us to go home.” 


THE END 
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COME UPSTAIRS TO THE RED ROOM. OR YOU WILL 
DIE. 

You shudder as you read the words. They seem 
to be bleeding out of the walls. 

“The Red Room? Where’s that?” Trevor asks 
you. 

“On the second floor,” you answer. “But I’m not 
sure if it’s in the front of the house — or the back.” 

“Oh, man,” Trevor moans. “What should we do? 
Do you think we should go upstairs?” 

“IT don’t know,” you answer. “This didn’t happen 
in the movie, either.” 

You just stand there. Frozen. Staring at the 
back stairway that leads to the second floor. 

“Come on,” Trevor says, shaking your arm. 
“Snap out of it. We’ve got to do something. We 
can’t just stay here in the hallway all night.” 

“We can’t?” you mutter. 

Suddenly it doesn’t seem like such a bad idea. 


Turn to PAGE 50. 
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_ Luckily, you’ve got the flashlight. 
Your heart pounds as your hand fumbles to pull 
it out of your pocket. 

You click it on. 

“Whoa!” you say softly. 

Right in front of you, a few feet away, is a face. 

Not a body — just a detached face. 

It’s not the face of the dog-beast, though. This is 
the face of a young woman. A horrible face with 
only deep black sockets where her eyes should be. 

You gasp in horror. You remember this face 
from the movie. It was one of the most terrifying 
effects. 

Only it seems it wasn’t an effect at all! 

“Aaaaaaahhhhhhh!” she screams. The terrible 
sound pierces your eardrums. On and on it goes. 

You reach frantically for the doorknob to the 
closet. 

No! 
There is no knob. It’s gone! 


You can’t escape here. Try turning to PAGE 92. 
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“Okay, let’s go,” you agree. “That window is 
even open a crack.” 

-The two of you step into the Purple Parlor. You 
tiptoe across the purple carpet, trying not to 
make any noise. 

But when Trevor tries to lift the window, it 
sticks. It won’t budge. Finally, with a jerk, he 
forces it open. SCRRREECH! It creaks loudly. 

“Shhhh!” you warn him. 

Too late. 

An instant later, you hear the scratching sound 
of claws, running upstairs. And then... 

“GRRRRR!” 

Oh, no. You know that growl. It’s the huge 
Pomeranian dog-beast! 

No — it’s two of them! 

You whirl around, just in time to see them leap 
into the room. They’re so huge, they nearly fill it. 

“Come on — let’s jump!” Trevor shouts, squeez- 
ing through the window. 


Jump to PAGE 128. 
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There’s got to be a way out of this closet, you 
think. You shine your light at the doorknob. 

The knob is still gone. 

Where’s Trevor? you wonder. Did he follow you 
when the dog-beast dragged you away? 

“Trevor?” you call. “Trevor?” 

No answer. Where could he be? This is really 
scary. 

You want out of Payne House. And you want 
out now! 

Maybe if you force the secret panel, you think. 
Maybe it will open if you push really hard. 

You reach out and start to lean against it. But 
when you’ve just barely touched it — WHOOOSH! 

It slides open all by itself! 

Creepy! The screaming head said you needed 
the key. But now the panel is open. 

Oh, well. You hurry into the passageway, turn 
left, and head toward the library. 


Enter the library on PAGE 19. 
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“Aaaaahhhh!” you scream. One last terrified 
scream as you fall. 

I wish we never came to Payne House, you 
think. Then everything goes black. Forever. 

Sorry. If only you brought the candles and 
matches with you. Then you could have blown out 
the candles as you made this wish. But you 
didn’t — so your wish can’t come true! 


THE END 
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“Trust me,” you tell Trevor as you dash to the 
right. “I don’t know how you made it through, but 
the library is a trap. Let’s go this way instead. I 
saw a door!” 

In the dark, you feel your way to the near end of 
the secret passage. 

Your hand shakes as you fumble for the door- 
knob. 

“Can we get out of this weird passageway?” 
Trevor asks behind you. 

“I hope so,” you answer. You twist the knob. 
“It’s a door, anyway.” 

The door swings open. 

“Whoa!” you cry when you see what’s waiting 
for you on the other side. 


Walk through the door on PAGE 52. 
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“We're going to stay here till morning,” you an- 
nounce firmly. 

“Okay,” Trevor agrees. But he doesn’t sound too 
happy about it. 

An instant later, you hear a hissing sound. Then 
the candle flame goes out. 

“What’s that noise?” Trevor asks. 

“I don’t know,” you gasp. “But...I can’t 
breathe!” 

“Me, either!” Trevor gasps. 

Uh-oh. 

“All the air is being sucked out of the back hall!” 
you cry. “That’s why the candle flame went out. 
No oxygen!” 

Fire needs oxygen to burn. And you need oxy- 
gen to breathe! 

And the opening to the back stairway? Even in 
the dark, you can see that it’s disappeared! 

Looks like the message on the bloody wall was 
right. You should have gone upstairs! 

But for now, the only message you need to 
worry about is this one: 

What message do you want on your tombstone? 


THE END 
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No problem. You whip out your trusty flash- 
light. 

Say what? Flashlight? 

Hey, you can’t have brought a flashlight. That 
would mean you brought along four things instead 
of three! 

You cheated! 

Something hideous appears in front of you. A 
woman’s head, floating in the dim light. Just a 
head — with black holes where the eyes should 
be. 

“We don’t like cheaters,” the head announces. 
“We don’t like them at all. But we have ways of 
dealing with them.” 

Then, suddenly, the head’s mouth opens wide. It 
rushes at you. And snaps up your flashlight! 

“Yaaaaahhh!” you shriek, stumbling back- 
wards. 


Turn to PAGE 73. 
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You tiptoe up to the closed door quietly. Inside 
the room, you can hear kids laughing and having 
fun. 

“Shhh,” you whisper to Trevor. “Let’s scare 
them. On the count of three. One...two... 
three!” 

With a bang, you swing open the door and leap 
into the room. 

Yikes! 

The place is filled with kids, all right. 

Headless kids! 


Turn to PAGE 48. 
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Whoops. 

No floor. 

“Aaaaahhhhh!” you scream as you fall into the 
deep black hole. 

“AAAAAAAHHH!” you scream even louder as 
you watch Trevor float up to the ceiling. 

He’s a ghost! And he tricked you into coming 
into the library. 

“Why did you do this to me?” you wail as you 
fall down, down, down. 

“T already fell into the pit. And I didn’t want to 
spend eternity without my best friend,” Trevor 
explains. “Sorry.” 

“This is the pits!” you scream. 

Yup. It is. It’s also... 


THE END. 
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You wait a few seconds for your eyes to adjust 
to the dark. Then you begin to explore the Pink 
Room. 

A closet door is standing open. 

“Hey — look at this,” you tell Trevor. “There’s a 
chest of drawers in here.” 

“Don’t open it,” Trevor begs you. “There could 
be a monster or something in there.” 

“Calm down,” you tell him. “We have to try.” 

You open the chest of drawers and find a small 
brass key inside. 

“Yes!” you cheer softly. 

“What?” Trevor asks. 

“A key,” you announce. 

“What does it open?” Trevor asks. 

“I don’t know. But we'll find out!” you declare. 
“Come on. Let’s go.” 

After a little searching, you find a hidden door 
in one of the far walls. Then you quickly climb the 
stairs to the Tower Room. 


Hurry to PAGE 76! 
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The death skull waves the cassette recorder 
wildly. 

Then he starts dancing! 

“T love this song!” the death skull exclaims. “In 
return, I will give you a chance to escape. But you 
must go back downstairs — to the Red Room. 
That’s all I can say.” 

You and Trevor stare at each other. 

“Here — cover yourselves with my black cape,” 
the death skull continues. “It will hide you until 
you reach the Red Room.” 

This guy is a cool ghoul — right? He’s so nice, 
he leads you right to the Red Room. 


Enter the Red Room on PAGE 75. 
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You glance around the dining room quickly. Try- 
ing to see past the giant tongue to the far side of 
the room. 

In the dim moonlight, you spot a door on the op- 
posite wall. “We can get out over —” 

But you don’t finish your sentence. Because the 
giant tongue is starting to bend. As if it’s going to 
flop down flat. Onto the dining room floor. 

But it’s so huge — if it falls, it’ll land on top of 
Trevor and you! 

Bits of slobber fly off the tongue, spraying you 
both. “Yuck!” you scream. You feel like you'll puke 
if that thing actually touches you. 

Your mind races. Have you got anything — 
anything at all—that you could throw at the 
tongue? Or hit it with? 

Think fast. 


If you brought your bag of Halloween candy, 
turn to PAGE 98. 

If you brought along the baseball bat, turn to 
PAGE 60. 

If you didn’t bring either, turn to PAGE 30. 

If you brought both, choose only one. 
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Trevor climbs halfway out the window and 
stops. 

“Whoa! It’s too far down!” he cries. 

Too late to change your mind now. Because the 
dog-beasts are already breathing down your neck. 

Their curved yellow teeth are only inches from 
your face. And their mouths are huge. It will only 
take one big bite.... 

Sorry. But it looks as if you’re sunk. 

Or are you? 


Find out on PAGE 56. 
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Paper and pencil. That’s one of the three things 
you brought from home. 

So you decide to make a map of the house. 

At least, you think you remember how Payne 
House was laid out in the movie. 

The only trouble is, you can’t draw the map 
without light. Have you got any? 


If you brought a flashlight, turn to PAGE 122. 
If not, turn to PAGE 88. 
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You and Trevor decide to climb the back stairs. 

“You first,” Trevor insists. 

Your eyes strain to see something — any- 
thing — in the dark. 

But you can’t. It’s pitch-black. 

Finally you reach the top of the stairs and feel a 
doorknob. 

You turn it. Step up one more step. Onto the 
second-floor landing. 

“Aaaaahhhhh!” you scream, as you feel invisible 
hands pushing you backwards! 


Try not to fall back down the steps while you 
turn to PAGE 15. 


1351 


Uh-oh. You weigh less than 60 pounds? 

Big trouble. 

With Trevor's weight falling against you... 

You hang on to the sides of the door frame for 
half a second. But he’s a big guy. 

“Aaaaaahhhh!” you cry as your fingers let go. 

You fall... fall...into the deep hole in the li- 
brary floor. 

Hey — don’t feel so bad. All you need to do is 
fatten up a little. 

Go drink a milk shake. Eat a burger. Have a 
piece of pie. 

Then start the book again. Because if you want 
to get through one night in Payne House, you’ve 
got to learn how to throw your weight around! 


THE END 
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“We’ve got to get out of here — now!” you tell 
Trevor. “If anything else from that movie is real, 
we're in big trouble.” 

“B-b-but how? We’re trapped, remember?” 
Trevor sounds frantic. 

“There is a way out,” a soft voice moans. “But 
only one. You must find the right way out.” 

Who said that? You and Trevor stare frantically 
around the entrance hall. 

No one there but you two. And the dog-beast. 

You exchange glances. You wonder if your eyes 
are as round as Trevor’s. 

You’ve got to be brave. Or at least seem brave! 
“If there is a way out, we'll find it,” you declare. 

The dog-beast growls frightfully. 

“Do something,” Trevor whispers. 

But what? 


If you brought a handful of pebbles with you, 
turn to PAGE 55. 

If you brought the leash with you, turn to 
PAGE 29. 

If you don’t have either, turn to PAGE 71. 

If you have both, it’s your choice — turn to ei- 
ther PAGE 55 or PAGE 29. 
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Trevor's head! It’s — gone! And the hole in his 
neck is crawling with worms. 

In a panic, you reach up to touch your own head. 

Gone. The dog-beast bit it right off! 

Oh, no! Now you realize what the old woman 
meant. You’ve become one of the hideous mon- 
sters of Payne House! 

But cheer up! At least you and Trevor will get 
to star in the sequel to One Night in Payne 
House. And you'll even get your names in the 
credits — right above these last two words: 


THE END. 
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You rush up the spiral stairs. You’ve got to get 
to the tower! 

“What was that?” Trevor cries suddenly, slow- 
ing down behind you. 

“What?” you ask breathlessly. 

“On my face. S-something cold touched my 
face,” he stammers. 

You shiver. You know what it was. A ghost. 

But you don’t want to scare Trevor. 

“It’s just your imagination,” you tell Trevor. 

“No, it wasn’t,” Trevor insists. “And how come 
it’s so dark on these stairs?” His voice is shaky. 
“Are you sure this is the way to go?” 

No. You're not. But you’ve got to try it. 

Or do you? 


If you still want to climb to the tower, turn to 
PAGE 87. 

If you want to choose another room, go back 
down the spiral stairs to PAGE 9 and pick a dif- 
ferent one. 
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“We did!” you insist. “We went into Payne 
House. It was horrible, and we almost got trapped 
in there forever. And a whole bunch of stuff from 
the movie is real! But we did it. We went into 
Payne House on Halloween — and we survived!” 

“Ha ha,” one of the teenagers says. “Tell me an- 
other one.” 

You keep arguing, trying to convince them. But 
the teenagers just shake their heads in disbelief. 
Then they walk away, still laughing. “Can you be- 
lieve those two kids?” you hear one of them say. 

“No one will ever believe us,” Trevor groans. 
“Unless...” 

“Unless what?” you ask. 

“Unless we go back in there and get a sou- 
venir.” 

“Oh, sure. I dare you,” you say, not even think- 
ing. 

“I double dare you,” Trevor snaps back. 

Uh-oh. Here you go again! 


THE END 
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